Dart (thrown) Games 


All thrown games involve 2 sets of difficulties Aiming and Distance. Distance 
determines the initial difficulty of a shot. The standard distance is about 8 feet 
(7’9.5”) which provides a -15 aim penalty each foot away provides an addition -5% 
aim penalty, each foot towards the board removes a -5% penalty, thus at 5 feet 
away the there is no distance penalty. Although it is not necessary to aim (a 
process covered below) each spot on a dart board has an aim penalty: 
- A specific number: -30% penalty; beating a number by 30 a double is hit; on 
a crit or beating the number by 70 a triplicate is hit 
- Bullseye: -50% penalty; beating the roll is a lesser Bull (25 points); on a crit or 
beating the number by 50 is a bullseye (50 points). 
Hitting the board randomly: Some players may not have the skill to hit what they 
want and instead may choose to throw a random shot. To determine the shot roll a 
d20 and the number you roll is the number you hit unless you roll a 1 in which case 
roll again: 1 Bullseye, 2-4 Lesser Bull, 5-9 Trip (D20 to determine which), 10-18 
Double (D20 to determine which), 19-20 is a standard 1. 
The object being thrown also changes the odds. Some examples include: Darts 
(0%), Spear/Throwing Knives or Axe (-15%), Regular Knives (-20%), Axes/Swords (- 
25%) 


Points - 1 to 3 darts are thrown, the player with the most points wins. 
- Player aims by choosing a target usually the 20 or the bullseye and rolling 
thrown. 


Killer - "Killer" is a 'knock-out' game for two or more players (at its best at 4-6 
players). Initially each player throws a dart at the board with their non-dominant 
hand to obtain their 'number'. No two players can have the same number. Once 
everyone has a number, each player takes it in turn to get their number five times 
with their three darts (doubles count twice, and triples three times). Once a person 
has reached 5, they become a ‘killer’. This means they can aim for other peoples 
numbers, taking a point off for each time they hit (doubles x2, triples x3). If a 
person gets to zero they are out. A killer can aim for anyone's numbers, even 
another killer's. You cannot get more than 5 points. The winner is 'the last man 
standing’ 


Doomsday Clock - A game of beating the clock. The game starts by the clock 
being set either by the first player hitting a number on the dart board or a number 
agreed upon before the game starts. Each round is played for points as normal with 
a couple of differences. Each round the number on the clock goes down and any 
number hit greater than the number on the clock is worthless. Doubles and 
Triplicates are counted normally. When the clock hits zero each player has one 
chance to hit the bullseye if hit the lesser bull is worth the starting clock number 
and the bullseye is worth 3 times that. 


Number of the Beast - A game of sixes. The goal of this game is to get sets of 
triplicate sixes. Each round a player makes three throws hitting a single six counts 
as a “6” thus hitting three single sixes in a round makes for one “Set”. Hitting a 
Double Six counts as a “66” and a triple counts as a full set. Only full sets are 
counted at the end of a round and any additional sixes nullifies the any completed 


sets for that round. The game can be played for anywhere from 1 to 6 rounds. The 
player with the most sets wins. 


Nuk-em - This is a game of cat and mouse. The first shooter is determined by a 
coin flip. The game starts with both players shooting for the bull the first player to 
hit the bull becomes the attacker and the other player the defender. The defender 
hits any double or triple target on the board that’s not the bull and the attacker 
must hit in order the targets successfully hit by the defender. If the attacker has 
caught up to the defender he may set off the “Nuke” by hitting the Bullseye but if 
the defender manages to gain the lead by 3 or more hits the “Nuke” may be 
disarmed by hitting any bull. 


Dice Games 


High-Low - Two dice are rolled and the sum is bet on. 6 and below is low, 8 and 
higher is high. High and Low payouts are 1:1 but if you bet seven the payout is 4:1 


Chuck-a-luck - Played with three standard dice that are kept in a device shaped 
somewhat like an hourglass that resembles a wire-frame bird cage and that pivots 
about its centre. The dealer rotates the cage end over end, with the dice landing on 
the bottom. Wagers are placed based on possible combinations that can appear on 
the three dice. The possible wagers are usually fewer than the wagers that are 
possible in sic bo and, in that sense, chuck-a-luck can be considered to be a simpler 
game. 

The wagers, and their associated odds, that are typically available are set out in the 
table below. 


Type Wager Odds 


1 dice, 1 to 1; 2 dice, 2 to 1; 3 dice, 10 


Single Dice Bet A specific number will appear 
9 ya PP to 1 (sometimes 3 to 1) 


Any Triple i : 
; Any of the triples (all three dice show the same 
(sometimes : 30 to 1 
number) will appear 


offered) 
Big (sometimes The total score will be 11 (sometimes 12) or higher 4101 
offered) with the exception of a triple 


Small (sometimes The total score will be 10 (sometimes 9) or lower 
offered) with the exception of a triple 


1to1 


Field (sometimes | The total score will be outside the range of 8 to 12 
offered) (inclusive) 


1to1 


Poker Dice - Five dice are rolled payout as follows 


Pay Table 


HAND PAYS 
Five of a kind 100 
High straight 6 
Low straight 5 
Four of a kind 4 
Full house 3 
Three of a kind 2 
Two pair 1 
Loser 0 
Art Games 


Through the Looking Glass - A game that is more of a challenge than a game. 3 
players are used, the first player is the artist and they have a set amount of time to 
create a piece of art, scribble, or signature on a piece of partially transparent paper. 
The other two players are the forgers, they get 10 seconds to see the piece and 
then attempt to copy it. With the artist being the judge the two pieces are 
examined and whichever is closest to the original wins. In game terms the difficulty 
is based on the artists Artistics roll and the success is based on a players Forgery 
roll. If both players beat the difficulty by over 50 the artist may not be able to tell 
the difference and may choose randomly as there is no draw. 


Pictionary - A word or phrase is picked out of a hat and the player has a limited 
amount of time to draw it as a second player guesses. 


Street Games 


“Cup and Ball” or “Shell Game” or “Three Card Monte” - This is a basic sleight 
of hand vs detection roll. This game may be played with 3 to 10 cups and at the 
start the performer picks the cup number on a die and even if the player fails the 
roll they may still guess the right cup. Obviously the performer could cheat and 
palm the ball. 


